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OVERVIEW 


The forces of creation and destruction clash head on in this action role playing game of savage 
horror. Gaia, the spirit of the earth is under attack. The forces of corruption and entropy known as the 
Wyrm attack her like a cancer, choking the air, poisoning her waters, corrupting her lands and people. 
Gaia cries out for help, and her ancient defenders the Garou, the werewolves of legend, answer the call 
with all their savage fury. The Garou must use all their Rage and shapeshifting power to fight back 
against the onslaught of corruption and evil. Players take the role of Garou from different tribes each with 
their own unique abilities, and travel around the globe doing battle against the forces of the Wyrm. They 
will pit shapeshifting power, mystical abilities and their Rage in a desperate struggle to save Gaia from 
the demonic forces that threaten to plunge her into eternal darkness. 


TERMINOLOGY 


Terminology within Werewolf: The Season of The Wolf can at times get confusing. In an attempt 
to keep it clear, here are a few of the consistent call outs: 


Garou ~~ The garou are the werewolves in the game. They are also referred to as characters. 
Player ~~ The player is a reference to our end user. This is the person with the controller in hand. 


Character ~~ The character is the in-game, on-screen identity of the player. This is what the player 
moves around on screen. Each player controls a character. 


Scene ~~ A scene is described as the time within a location the characters spend attempting to achieve 
an objective. 


Objective ~~ Each scene has an objective within the current location. That objective could be to defeat a 
particular enemy, retrieve an object, or just progress across the location itself. 


World ~~ A world in Season Of The Wolf is comprised of all the locations in one geographical area. For 
instance the Russian world has a mountain, a cavern and a village. Each of these locations 
combine to make up the world Russia. 


Location ~~ A location is one playfield within a world. 


NPC ~~ An NPC is a non-player character. This is a character within the game that is controlled by the 
computer. 


Caern ~~ Caerns are the places Werewolves go to practice rites and rituals. In Season of the Wolf, the 
caern in San Francisco is used as the home base of the Silver Pack. 


Umbra ~~ The Umbra is the spirit world that borders our own. In the game the Umbra is a place the 
Garou can go to battle spirits and even traverse distances in the real world. All locations in the 
game have Umbra counterparts to them. 
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THE ENGINE 


Goal: 


To provide an engine capable of recreating the dark and often terrifying world of Werewolf: The 
Apocalypse. The engine will also provide an environment that supports both single and multiplayers 
without losing any playability. 


View: Fixed Angle Panning Camera 

The primary view of Werewolf: Season of the Wolf will be a 35 degree perspective, or pseudo- 
isometric view, with the addition of a free floating camera with "zoom". The "pseudo" is used because 
instead of a faked perspective, we have a real 3D world that has real perspective. 

The "zoom" feature is the primary mechanism for multiplayer play. One of the primary concerns 
with scrolling multiplayer games is when players want to go in different directions they are limited in the 
distance they can travel by one screen from each other. In an attempt to increase the range players can 
travel from one another we will zoom the camera farther away from the action similar to Samurai 
Showdown. This will scale down all of the objects on screen, and reveal more and more of the play field 
as the players get farther and farther apart. There will still be a limit to the distance apart they can get, but 
it will be much farther than traditionally expected in this style of game. 

As a multiplayer game, the view problems are not completely solved. We are limited to keeping 
the camera focused on the leader of the pack, and if the other players are exploring other parts of the play 
field than they may get caught behind a building or other obstruction. Some possible solutions could be 
making the buildings and obstructions semi-transparent, or cutting away the obstructing building all 
together. This will be discussed in future design meetings. 

A number of the players tasks in the game will take place in cityscapes ranging around the world. 
The angle used should provide the player a large enough view of the playfield to navigate to goals and 
objectives. 

When the player enters a building, the world is replaced with just the view inside that building. 
The characters walk around inside, with the same 25% interactivity this time with furniture and interior 
objects instead of light posts and exterior objects. 


Voices within Gameplay 

During the game several enemy and ally NPCs will communicate story and objective information 
to the player. Whenever an NPC talks, the game will pause and the camera will center on the talking 
NPC. The NPC will make the speech and the camera will then center back on the leader of the pack and 
the game will continue. If two NPCs have a samples to play the camera zooms to the next NPC then back 
to the leader of the pack. 


Sound Effects and Score 

Season of the Wolf is a very dark and angry game. The sound effects and the score should help 
portray the gothic punk style that surrounds the story. Whenever possible, the sounds of the surroundings 
should be audible. For instance, when in San Francisco city sounds like sirens and train noises should 
occasionaly be heard when the action is down. Combining atmosphereic sounds with low mood music to 
keep a feeling of anticipation before combat happens. 

When the characters enter combat, fast hard hitting music should drive the sense of anger and 
danger. Keeping the feeling of tension and threat as is combat progresses. 

Another aspect of the sound effects will be the incidental sounds. Almost every animation that is 
caused by player actions will have sound effects. Trashcans being kicked around, lamp posts getting 
knocked over, all of these things will cause effects. 

Close attention to the prioritizing of sound effects will ensure a complete sense of the 
surroundings. 
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GAME MECHANICS 


The overall flow of the game is controlled by the Scene Chart. The Scene Chart represents where 
in the story the player currently is. The Chart works like any flow chart with branches from each scene 
based on win, lose or sometimes partial win results determining what scene is next. 

The game takes place in seven different parts of the Earth, defined as worlds. Each world is 
broken up into three or four sub-areas called playfields. The player controls a character through each 
playfield, in the attempt to reach an objective in that playfield. The players performance in each playfield 
is judged, and the results are compared to the Scene Chart to determine what happens next. 


Health and Damage 

Each character has a health bar that indicates the amount of damage that can be sustained before 
the character is considered dead. This bar is a representation of the total amount of damage points out of 
their maximum health that the player has taken in both aggravated and normal damage. In game terms, 
aggravated damage is damage done with silver weapons (bullets, daggers) or magical attacks (other were- 
creatures claws, some chemical attacks) and normal damage is pretty much anything else. 


Current Health Maximum He 


V Av 


Total Se ee | 
Total Aggravated page 


Taking Damage, and Knowing It 

All attacks that effect a character are communicated to the player in two ways, first is a standard 
"taking damage" sound effect and second is the primary color of the health bar decreasing by an amount 
in relation to the damage done. This procedure takes place when normal damage is sustained. 

When the damage is aggravated, the communication to player is enhanced by a louder more 
threatening sound effect and the secondary color on the health bar decreasing. 


REGENERATION 


Regeneration occurs continually as time passes. All normal wounds heal back at a rate of 10 
percent of the players total health every two seconds, and all normal wounds are healed at the end of a 
scene. For instance, Mari has a total health of 100, every two seconds of real time she would regenerate 10 
health points. 

Aggravated wounds heal back much slower, 25% or total health points per scene. The other way 
the player can heal aggravated wounds to the character is to use a healing gift. 


MULTIPLAYER MECHANICS 


Werewolf: Season of the Wolf is designed to support both single and multiplayer play. This is 
accomplished by utilizing the "pack dynamics" of the Werewolf: The Apocalypse to justify our mechanics. 

When the player begins a new game, he must choose the number of players, and also choose the 
number of wolves in his pack. The number of players can be one or two (up to four if the multitap is 
present) and the size of the pack ranges from one to four. 

After selecting these parameters, all of the players choose a garou from the list of seven. This will 
be the starting character that each player will begin with. 
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During gameplay, players are allowed to change the character that they are in control of. A 
keypress allows the player to toggle through any of the non-player controlled characters in the pack, and 
take control. When the change is made, the computer then assumes control of the players old character. 
This switch can be made during the combat section of the game. The only limitation to the switch is the 
Leader of the pack. 

The Leader of the pack has one advantage over the others in the switch. When the leader takes 
control over another character, that players old character does not get added to the list of available 
computer controlled characters, instead the computer places the leaders character in a defensive posture, 
and waits for the player to resume control. This is one of the advantages of being the Leader, you never 
will completely loose control of a character. 

It may seem like this is a limitation placed on the Leader of the pack, but when items are found 
and gifts are purchased the leader has the opportunity to further develop a character of choice. Other 
players may spend time developing a character and loose it while trying to use another wolves gift. 


SELECTING ANOTHER WOLF 


When holding the toggle status keys (wing buttons) down, after 2 seconds the picture of the wolf 
you are controlling will become highlighted. At that time you can press side to side on the d-pad to cycle 
through available wolves. When the button is released the player gins control of the selected character. 
This is slow, and shoyuld discourage the player from switching control of characters in combat. This can 
only be done dutring a scene. 


AI FOR WOLVES 


The AI for the werewolf characters comes into play whenever the player chooses a pack size 
greater than the number players. These wolves have complete enough AI to be useful, but should not be 
smart enough to allow the player to sit and watch them take out all the opposition. A few rules listed 
below should help achieve this. 

Wolves always follow the leader, never lead. If the leader of the pack does not move, the wolves 
will simply wait. Under no circumstances should an NPC wolf move towards an objective without 
leadership of a player. 


ATTACKING THE ENEMY 


Each of the seven different characters will have a unique set of combat maneuvers. These 
maneuvers are designed with the background of the character in mind. With four basic attacks, it will vary 
in damage, response time and speed of the attack. Different from standard fighting games, there will not 
be a generic two punches and two kicks for each character. In Werewolf, each characters background is an 
integral part of the design and while one character may have two punches and two kicks, another might 
have three punch like attacks and only one kick. This is intended to provide the player with more game 
depth, and create more diversity in the characters. 

There are also different attacks based on the form the player is currently in. For each of the seven 
characters, the special attacks in each form will be unique, with some similarities. The player will have to 
choose different forms carefully to be effective. 

In addition to the standard four attacks, each character will have a number of combination 
attacks. These will all be unique to each character and are activated by combination controller inputs. 

Each of the characters attacks will do a set amount of damage based on the character and the 
attack. If the characters attack hits an opponent, then the amount of damage the character does with that 
attack is subtracted from the opponents total health. If the total health of the opponent reaches zero, then 
the opponent is considered killed. 
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USE GIFT 


The use gift key allows the player to scroll through and activate one of the gifts from the list of 
earned gifts. The list is scrolled through by icons that appear under the character portait on the status 
overlay. If the Status Overlay is not bieng displayed, then pressing the Use Gift Key will activate it. 

When the button is first pressed, the first gift on the gift lists icon appears slightly highlighted 
underneath the portrait. While the button is still pressed, the d-pad controls the scrolling through all the 
icons in the gift list for the appropriate character. When the button is released, the highlighted icons gift is 
activated. 


ITEMS AND WEAPONS 


Within Season of the Wolf, the characters will have several opportunities to pickup and use 
weapons and other items. These items are shown on screen lying around, within trash cans, and 
sometimes thrown from a fallen enemy. 

When the player wants to pick an item up, the character should be positioned close to the item 
and crouch down. When the crouch is complete, the graphic of the weapon will be overlaid into the hand 
of the character. 

To use the newly acquired item, the functionality of the Y button changes to accommodate the 
item. For instance, if the character is using a gun, pressing the Y Button will result in firing the gun 
instead of a heavy attack. 

Items that can be found are: 

Pistol 

Pistols are the garden variety gun. These guns are found on some of the enemies, and they cause 

normal damage. 


ATTRIBUTES: 
HEALTH 


The amount of damage the character can take before dying. This amount is tracked with Health 
Points and is referred to as current health and maximum health. Each character has a different maximum 
health. Also see Regeneration. 


RAGE 


Rage points will determine when the player can change the characters form and control the use 
and effectiveness of certain gifts. They are referred to similarly to health points, and each character has 
both a starting and current Rage. The characters gain rage with certain actions and in combat, with each 
attack they hit with and each attack they are hit by. Being hit will give the character 2 rage points and 
successfully striking an opponent gives one point as well. If the character has a succession of attacks 
blocked by an opponent, then that character will gain 2 rage points. Rage can be gained in any form. 


GNOSIS 


Gnosis will determine what gifts can be used, and also allow the player to enter the Umbra. All 
characters have different maximum Gnosis. Gnosis can only be regained in the Lupus form. Gnosis 
regenerates at a rate of 1 gnosis every 5 seconds. 


THE SCENE CHART 


The Scene Chart controls the flow of the game and the play paths that the characters follow. The 
scene chart works just like any flow chart, with the decisions made by the player that controls the pack 
leading character. During some scenes the players are given choices of what to do next. The choices made 
can control where the pack goes and other plot effecting elements. There will be a number of choices in 
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the game and each one branches off to another story line. This will create many sub-plot lines but in the 
end they will all reach a common ending. 

Decision making in the game can happen after or before cinematic sequences and in gameplay. 
These decisions will be made with overlaid text on the screen offering the available choices. The leader of 
the pack will then be able to chose by moving the d-pad and pressing a button. 


In the illustration above, cinematic sequences are indicated with a letter, and combat sequences 
are indicated with numbers. This will allow an example of how each decision can effect the game flow. 

If no decisions are called for in a sequence, then the flow is “A” to “1” to “B”. 

If a decision is called for in a combat sequence, the flow is “2” to “C” or “D” and on from there. 

If a decision is called for during a cinematic, the flow is “D” to “4” or “5” and so on. 


The actual scene chart with final playfields and play path information is still in progress, and is 
dependent upon certain technical issues to be resolved. 


Question Boxes 

Question boxes only appear when an option is present. Often the leader of the pack will not allow 
for a decision. As in Question Box #1 Most players can choose to pursue the enemy into downtown SF. 
One of the exceptions is Naomi Silvertail, her character is based on wisdom and she sees that there are 
more important things to do than chase enemies all over town. 

When the players get to the location of the first question box, the box only appears if there are 
options for the current leader. Otherwise there will be an audio cue and play will continue. This example 
is in Naomi Silvertails Question Box #1. 

When there are options available to the player the question box appears and the d-pad is used to 
select an option. As shown in illustration. 


THE WORLDS & THE UMBRA 


The worlds and their locations. Each location will be made up of a portion of the objects in the 
world. This is due to a VRAM limitation on the number of unique objects in a world. 


AMAZON 


River. Jungle. Ruins. 
Ruined Stone Pile 
Huge Stone Artwork #1 
Huge Stone Artwork #2 
Giant Fern 

Massive Tree #1 
Massive Tree #2 
Massive Tree #3 
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Wall of Trees 

Fallen Tree 

Mobile Office 

Tree Slashing Machine 
Logging Truck 

Colorful Flowered Plant #1 
Colorful Flowered Plant #2 
Stone Altar Outcrop 


AUSTRALIA 


Pentex Installation, Desert Section, Swamps 
Rocky Hill #1 

Rocky Hill #2 

Near Dead Tree #1 

Near Dead Tree #2 

Bog Puddle 

Bog Plant #1 

Bog Plant #2 


HONG KONG 


Glass Walker “The Mother of Peach Trees” Caern, three sections: Hall of Heads, Bone Field, 
Cockroach Pit. 


IRELAND 
TBD 


NEW YORK 
TBD 


RUSSIA 


Village, Mountain Trail, Inside The Mountain 


SAN FRANCISCO 


The Presidio. Inner City. Residential Section. 
Floor Stuff: 

Roads in all directions, with the basic intersections and right and left turns. In addition to this 
Buildings Required: 

Residential Home #1 

Residential Home #2 

Residential Home #3 

Residential Home #4 

Coffee House 

Park 

Park with Fountain 

Vacant Lot #1 

Church 

Warehouse 

Parking Structure 

Office Building 

Light Industrial Structure 

Convienence Store 
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Gas Station 


THE UMBRA 


Each of the above worlds have Umbran counterparts. The Umbra version of the world uses the 
same maps and layouts, with a shifted color palette and a hardware distortion effect placed on all the 
structures. This will dramatically change each location, but retain enough similarities to be familiar. 
Enemies in the Umbra will have slightly altered statistics, and the selection will be allot smaller. 
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THE CHARACTERS 


When the player begins the game she chooses from the list of seven characters available in the 
game. This is list is also used when selecting other pack mates. The characters and their descriptions are 
below: 


BLACK FURY 


Name: Mari Cabrah 
Gender: Female 
Auspice: Theurge 
Totem: Pegasus 


General description: 

In Homid form, Mari is 5'10" tall, with jet black hair and blue-black eyes. She is about 150 
pounds, mainly muscle with very little body fat. She teaches self-defense and street-skills for women, and 
has seen more hardship in her 29 years than most people see in a lifetime. She usually wears a form- 
fitting black tank top, wristbands, fatigue style pants, and leather work boots. In Crinos form, she stands a 
bit over 8' in height. In her Crinos and wolf form her pelt is quite black, shot through with lighter silvery 
streaks. 


Mari's Theurge Auspice is the Crescent Moon. As a result, she is a Seer, a Searcher of the Ways. 
This in conjunction with her totem of the Pegasus, a totem of Respect, helps make Mari a natural leader 
and planner, although mysterious and a bit on the strange side ("touched"). Her totem drives her to protect 
the sacred places, and she is compelled to aid females of any species, especially young ones. 
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CHILD OF GAIA 


Name: Naomi Silvertail 
Gender: Female 
Auspice: Philodox 
Totem: Unicorn 


General description: 

In Homid form, Naomi is a diminutive 5'3" and 105 Ib. However, 17 years of dance training have 
left her agile and quite strong. She has long chestnut brown hair and big hazel eyes that seem to change 
color to reflect her mood. She performs with a local dance company and tends to hang out at concerts, 
particularly the Grateful Dead. She is most often dressed in leotards, sandals, and flowing skirts with 
bangles, beads, etc. (jewelry and fetishes that she makes herself). In Crinos form, she is about 7'6", but 
makes up for her smaller size by being incredibly quick. Her pelt in Crinos and lupus form is a rich 
brown/black, with cream colored markings. There is a black Celtic knotwork tattoo around her left ankle 
and a tribal style dragon on her right shoulder. 


Naomi's Auspice is Philodox, Half Moon, Keeper of the Ways. Naomi is an excellent mediator, 
and can calm even the fiercest tempers. She is also known for being very honorable and fair. With her 
Unicorn totem of Wisdom, she brings peace, harmony and healing to the pack. She is also compelled to 
aid any creature that is weak or helpless. 
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FIANNA 


Name: Iain O'Connell 
Gender: Male 
Auspice: Ragabash 
Totem: Stag 


General description: 

As a human, Iain is a 6’, 190 Ib. athletic and lithe young man in his late teens. His hair is a dark 
auburn, his eyes are green and his skin is fair. Reaching nearly 9' in Crinos form, his fur is a dark reddish 
color, and his eyes blaze a brilliant green, especially in lupus form. He is a traveling performer by trade, 
doing light comedy and juggling at various fairs and circuses. He likes to wear Celtic jewelry, in particular 
an ancient bronze torque that he found at a flea market. The owner thought it was an imitation and sold it 
for a song (literally). He wears flamboyant and bizarre street style clothing (ripped jeans, tie dye, studded 
leather bands, lots of rings in his ears, etc). He also has several Celtic style tattoos, as he is especially fond 
of knotwork. 


Born under the Auspice of Ragabash, with a Waxing New Moon, he is a trickster and something 
of aclown. He is definitely a Questioner of the Ways, likes to joke and sing and dance, and probably 
drinks a bit more than he should. This silliness is tempered by his Totem, the Stag, which is a totem of 
respect that allows him to access the wild masculine side of Nature's power. He is also compelled to aid 
Faeries. 
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GLASS WALKER 
Name: Zeke Wheel 
Gender: Male 
Auspice: Ragabash 
Totem: Raven 


General description: 

Of mixed Homid background, Zeke is a large dark-skinned, brown-eyed, and heavily muscled 
man in his mid 20's. At 6'2" and 220 lb., he can be very imposing, especially when he spikes his hair and 
wears his studded leather motorcycle jacket. He is well skilled with street weapons and technology of all 
kinds. In Crinos and wolf form, his pelt is a dark mottled color that blends in well almost anywhere it is 
dark. Only his eyes, which become glowing yellow, can be easily seen. He is over 9' tall when in Crinos. 


Born under the Auspice of Ragabash, under the waning New Moon, Zeke's humor tends to be 
dark and a little twisted. He is also a Trickster, and especially enjoys setting deadly and clever traps for 
creatures of the Wyrm. His Totem, Raven, is a totem of Wisdom and helps to soften his humor... but only 
a little. 


<insert picture> 

Max Health: 130 
Max Gnosis: 8 
Max Rage: 13 
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SILVER FANG 


Name: Jonah Albrecht (Lord Albrecht) 
Gender: Male 
Auspice: Ahroun 
Totem: Falcon 


General description: 

Lord Albrecht appears in his human form as a fair-skinned blue-eyed man in his mid 30's. He 
wears his long blonde hair in a ponytail. He is 6' and a lean 150 Ib., which is all wiry muscle. With his 
animal skull necklace and long black coat, most people tend to avoid making eye contact with him. He is 
the leader of the New York area Silver Fangs. When in Crinos form he is nearly 9' tall, and his fur in 
Crinos and wolf form is pure white with silver highlights. 


Ahroun, the Full Moon Auspice, has molded his character along the Warrior and Leader path. 
He is sometimes bad mannered, and is known to fly off the handle, but he is a capable leader and 
communicator during times of war. His Totem, the Falcon, inspires respect and helps him promote unity 
in the pack. 
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STARGAZER 


Name: Kenja Wyrmclaw 
Gender: Female 
Auspice: Ahroun 
Totem: Chimera 


General Description: 

Kenja is 5'8" in Homid form, with medium toned skin, black hair, and almond shaped brown 
eyes that are almost butterscotch in color. Weighing in at a compact 145 Ib., she is well built and 
muscular from her years of martial arts. When she was a child she had a terrible temper. Now 26, she has 
learned to control and channel that negative energy into her training. She tends to wear loose comfortable 
clothing that allows for complete freedom of movement. Her only ornaments are her tattoos, the most 
outstanding of which is a classic oriental dragon that wraps around her right arm from shoulder to wrist. 
When she is very tired, a careful observer might notice she has a slight limp, a result of old wounds 
inflicted by a creature of the Wyrm, leaving three long parallel scars from her left hip to her knee. It 
nearly killed her, and at best the elders expected her to be permanently crippled. However, through her 
training and way of life she not only survived but became even stronger. 


Influenced by her Auspice of Ahroun, the Full Moon, she is a warrior and tends to be a loner, 
although she can lead when she has to. Her Totem of Wisdom, the Chimera (which is often known as the 
Lady of Mirrors and the caretaker of dreams), has done well to help her focus her energy and find inner 
wisdom. 


<insert picture> 

Max Health: 120 
Max Gnosis: 9 
Max Rage: 12 
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WENDIGO 


Name: James Thundercloud 
Gender: Male 
Auspice: Galliard 
Totem: Wendigo 


General description: 

In Homid form, he is 5'11', 185 lb., with long heavy black hair and deep brown eyes. In Crinos 
and wolf form, his pelt is dark gray and black and stands just under 9" in Crinos. James’ most notable 
feature is his eyes, which have a strange and haunted look to them. When he was only 5, he witnessed a 
fierce battle between Wyrmspawn and his mother. Though she managed to destroy the evil and protect her 
son, she never fully recovered and died a few months later. He was too young to understand, but he 
remembered well, and after the Change realized what had really happened. After the death of his mother, 
he was went to live with her family on a reservation in Canada. He spent most of his childhood hunting 
and fishing with his beloved grandfather, who taught him to sing and tell stories. A few years later, his 
grandfather was murdered by agents of the Wyrm who wanted to build a nuclear waste dump on sacred 
tribal land. His fight against the Wyrm is particularly bitter with the loss of so much of his family. 


His Auspice of Galliard, the Gibbous Moon, has enhanced his storytelling and songcrafting 
abilities. Although only 21, his auspice’s passionate influence is further enhanced by his Totem of War, 
the Wendigo. As a result, he has honed his guerrilla battle tactics to a fine art. 
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ENEMIES 


Enemies of the garou come in many shapes and sizes, and also from many different places. When 
referenced in Season of the Wolf, an enemy can be considered to be "global" or "local". This consideration 
is used to determine if an enemy can be found anywhere in the game (global), or if the enemy is specific to 
a play field (local). Enemies that are local would be referred to as being local to an area (i.e. the “fairie” is 
local to the Ireland play field). 


BLACK SPIRAL DANCERS 


These are the evil garou. corrupted by the Wyrm, they seek to destroy all that is clean and 
healthy. The Dancers are powerful, and one on one can almost match up to a werewolf. They appear in a 
form similar to Crinos, but cannot shape change. They are capable of attacking with one of four different 
actions, each one varying in damage and speed. Black Spiral Dancers do not carry weapons. There will be 
two male and one female style of the Black Spiral Dancers. 


Health: 75 

Attack Damage #1: 15a 
Attack Damage #2: 25a 
Leaping Attack Damage: 20 


Actions # of Frames 
ready 4 
run 8 
turn frame 1 
attack #1 4 
attack #2 4 
leaping attack 8 
getting hit #1 3 
getting hit #2 3 

35 frames x three possible types 


PENTEX OFFICERS 


Pentex Officers are militaristic gun toting normals. They are employed by the Pentex Corporation 
to seek and destroy all who oppose the spreading of the corporate policy (the Wyrm). They carry guns, and 
have two basic poses for shooting. They should also have two movement modes, one where they are 
searching, shining flashlights around and hunting for werewolves, the other a run that can be used for 
both attack and retreat. They are deployed in trucks, and need a hopping into/ out of the truck sequence. 
The truck is the general object truck in browns. 

AI Notes: 

Pentex officers run and search until they encounter werewolves. At that time they engage with thier guns. 
If the werewolves die, the officers stand around holding gunpoints at the target. (This happens until all the 
werewolves are dead, once they are all dead then the “killed by pentex” animation is played?) 


Health: 40 
Attack Damage #1: 5 
Attack Damage #2: 20 


Actions # of Frames 
ready 4 

run 12 

jump up (add to run) 2 

searching 4 

fire gun 3 
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shoot down 4 
getting hit #1 3 
dead man 8 
40 frames 
PENTEX SERGEANTS 


This is a slightly tougher version of the Pentex Officer, he should look a little bit more 
commanding, and his attacks will be more damaging. One of his attacks is identical to the Officer, and the 
other is unique to the Sergeant. 


Health: 50 

Attack Damage #1: 15 
Attack Damage #2: 25 
Leaping Attack Damage: 20 


Actions # of Frames 
ready 4 
run 8 
jump up (add to run) 2 
searching 4 
turn frame 1 
attack #1 3 
attack #2 4 
getting hit #1 3 
getting hit #2 3 

32 frames 


GUN HAVING IRATE NORMALS (GHINS) 


GHINs are the normal people in the world that are crazy enough to think that they can take on a 
werewolf. They are weak, slow and can't take a hit. They should have two simple attacks and a run. There 
will be two different male styles. 


Health: 20 
Attack Damage #1: 10 


Actions # of Frames 
ready 

run 

turn frame 
attack #1 
getting hit #1 
getting hit #2 


WW kh Of 


23 frames x two types 


FOMORI 


The Fomori are the corrupted humans that have embraced the Wyrm. As a result, they have 
transformed into hideous misshapen mockeries of humanity. There are 4 different types of humanoid 
fomori, each one with two attacks and shambling movement. They should range in deadliness, but 
generally are weaker than werewolves. 

Were Manta 
Health: 20 
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Attack Damage #1: 10 

Actions _ # of Frames 
Fly 12 

Dive #1 


attack #2 4 
getting hit #1 3 
getting hit #2 3 

26 frames x four types 


BANES 


Banes are the evil spirits the Wyrm controls to posses and corrupt life. In Season of the Wolf, 

Banes are represented as black humanoid shapes that manifest in our world out of the shadows. They 

commonly posses the souls of near by humans, or any other host and control their actions. On screen the 

bane spirit would crawl out of the shadows, and leap out towards a nearby host. The host would tremble, 

and then begin attacking or doing whatever the banes wished. The players responsibility is to rid the host 

of the spirit, this can be done by killing the host, or traveling to the Umbra and wresting the spirit forth 

from there. 

Health: 20 

Attack Damage #1: 10a 

Actions # of Frames 

float 8 

turn frame 1 

Possession 6 

attack #1 4 

getting hit #1 3 

getting hit #2 3 
25 frames 


THUNDERWYRMS 


Thunderwyrms are huge leech-like manifestations of the Wyrm. They are 25 feet long and 5 feet 
across with huge gaping tooth filled mouths. They burrow up from underneath the ground and surprise 
their prey, trying to swallow them whole. Once surfaced, the coil up like snakes and lash out trying to bite 
their targets. 


Actions # of Frames @ 128x64 (4 times regular) 
Burst From Ground 8 
Snatch 8 
getting hit #1 3 
getting hit #2 3 
22 (88) frames 
ZOMBIES 


Classic walking dead. Zombies are a basic evil manifestation of unlife in our world. They are 
mindless rotting corpses that hunger for human living flesh. One male and one female type. 


Actions # of Frames 
ready 4 
stumble 8 
turn frame 1 
attack #1 6 
attack #2 6 
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getting hit #1 3 
getting hit #2 ~3 
31 frames x two types 


LOCAL ENEMIES 


The list of Local enemies is below. These enemies will only be found in their specific areas: 
(eventually this list will be two or three local enemies per world.) 


THE AMAZON- WEREJAGUARS & CHILD OF BLIGHT 


The Werejaguars, like the Garou believe it is their duty to defend Gaia, however because of the 
War of Rage (in which the Garou tried to kill all other shape shifters) they hate the Garou. They will try to 
drive them away from their jungle home, failing that they will kill them. Although they are slightly 
smaller than Garou, they make up for it with speed and an unmatched ferocity. When in human form they 
resemble South American Natives. They can be potential allies against a greater threat but will usually 
attack the Garou when the danger is past. They will always shift into Crinos, and jaguar form for combat. 
This enemy will have all three forms that the werewolves have, and the same procedure for shapeshifting 
that the werewolves use will take place (pause the game, zoom to maximum scale with Werejaguar center 
screen). 
Actions # of Frames 
ready 
run 
turn frame 
attack #1 
attack #2 
getting hit #1 
getting hit #2 


WOWWAA Of 


1 frames x two types & three forms 


The Blight Child is a corrupted animated and aware tree. In the real world the blight child 
maintains the shape of the tree, and can walk and move about. In the Umbra the blight child appears as a 
nightmarish humanoid shape wearing tattered robes and having a twisted rotted wood face. Insect spirits 
can be seen burrowing in and out of them, causing tremendous pain to the blight child. 


Actions # of Frames 
waiting 1 (sitting still) 
ready 5 (plus the waiting frame) 
slash 8 
grab 8 
getting hit 3 
dying 4 
29 frames 
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AUSTRALIA - WERECROCODILES (MOKOLE) 


Like the Werejaguars, the mokole distrust and hate the Garou. They are normally solitary but will 
come together if the cause is great. In the game their human form will resemble aborigines, in Crinos 
form they resemble great dinosaurs. They prefer marshy areas. As with the werejaguars, the Mokole have 
three forms. 

Actions # of Frames 
ready 4 
run 8 
turn frame 1 
attack #1 6 
attack #2 6 
getting hit #1 3 
getting hit #2 3 
31 frames x three forms 


HONG KONG- SPECTOR, SNAKEMAN 


Spectors in Werewolf are undead wizards. They appear in a slightly misty form and cast spells at 
thier targets. In the real world they are immune to all attacks, and can onlybe effected in the Umbra. 
Actions # of Frames 


Ready 4 
Teleport 4 
Spell #1 3 
Spell #2 4 
Spell #3 - 5 
Getting Hit #1 2 
22 frames 


Snakemen are hideous creations of the Wyrm. They are human men tortured by spirits until the 
essence of the Wyrm combines itself with the man. The result is a misshapen snake armed maniac. They 
attack relentlesly and have no fear for thier own lives. 


Actions # of Frames 
Ready 4 
Run 8 
Attack #1 3 
Attack #2 3 
Attack #3 3 
Getting Hit #1 2 
23 frames 
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IRELAND 


(none yet) 


NEW YORK- GHOUIS, CULTIST 


Ghouls are humans that have drunk vampiric blood. This makes them much stronger and faster 
than normal humans. They may also have one or two low level vampiric powers. They do not regenerate 
as vampires do however. In all other respects they are similar to Pentex officers. 


Actions 
ready 

run 

turn frame 
attack #1 
attack #2 
getting hit #1 
getting hit #2 


RUSSIA 
Mages 


# of Frames 
4 


8 
1 
6 
6 
3 
3 
3 


1 frames 


SAN FRANCISCO- PATTERN SPIDERS & HOGLINGS 


Pattern Spiders are the soldiers of the Wyld, forever spinning the Garou into the Pattern Web. A 
number of these spiders have crossed over into our realm to torment the garou and attempt to pull them 


into the Pattern Web. 


Actions 
ready 

run 

turn frame 
attack #1 
attack #2 
getting hit #1 
getting hit #2 
leap 


Hoglings 
Actions 
ready 
run 
headbutt 
chomp 
getting hit #1 
getting hit #2 
dead 


# of Frames 


WWADNHDK Of 


(build this action with existing frames) 
31 frames 


# of Frames 

6 

12 

8 (add to run) 
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ALLIES & NPCS 


Other types of creatures in Season of the Wolf are the Allies and NPCs. Allies are creatures in 
the game that are beneficial to the pack. Some allies are powerful, while some are very weak and do little 
for the pack. The concept for having Allies is more to help immerse the player in the world than to give 
help, but they will provide both. Non Player Characters or NPCs are in the game for the sole purpose of 
providing and communication the story. NPCs are very limited in their actions and do not engage in 
combat. The list of Allies & NPCs are below: 


ELDER WEREWOLF OF THE CAERN AT SAN FRANCISCO 


This is the werewolf that summons the players. He will need to be depicted walking around the 
caern and casting the occasional spell. He is used primarily to communicate to and heal the Silver Pack. 


Actions: # of Frames 
walk 12 

Gesture 3 

Use Gift #1 3 

Use Gift #2 3 

Use Gift #3 +3 


24 frames @ 48x32 


WERERAVEN (CORAX) 


Of all the shape shifters, only the Corax are allies of the Garou. They act as information brokers 
and finders. In the game, a large raven might peck at the door of a particular location, or otherwise point 
out a certain clue. He may or may not talk directly to the player, and will not fight for him. The 
Wereraven appears first in humanoid shape, and in combat situations will shift to raven form and avoid 
danger. 


WEREBEARS 


Werebears appear in Russia. Werebears are in the game to help heal and give advice to the player 
characters. 
Actions # of Frames 
ready 4 
run 8 
turn frame 1 
attack #1 6 
attack #2 6 
getting hit #1 3 
getting hit #2 3 
use gift 6 
37 frames x two forms 
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BOSSES 
ZMEI 


The dreaded dragons of the Russian frontiers. These dragons are very powerful, and can only be 
harmed in the Umbra. The difference is that they can effect the real world while in the Umbra, making 
them a particularly tough opponent. The idea for the Zmei currently is that they will be able to attack the 
real world with dragon like effects such a gusts of wind from flapping wings and claw and tail sweeps. 
The dragon can pretty much decimate any opponents with this style of combat, unless the target can enter 
the Umbra. In the Umbra the Zmei is still powerful, but no longer has the defense. There are several 
dragons written about in Rage Across Russia but at this time our dragon planners have not decided the 
particular dragon we will use. 

Tail Sweep 
Wing Buffet 
Bite 


In Umbra 
Stomp 
Bite 
Wing Buffet 


BLACK SPIRAL DANCER 


A powerful and particularly devious Biack Spiral Dancer known as “ Ivan ” has been charged by 
the Wyrm to keep our heroes from interfering with the summoning of the Cataclysm underneath San 
Francisco. The Dancer that we are interested in is in Hong Kong, and he has formed a pack to 

Ivan 
Actions # of Frames 
ready 4 
walk 8 
run 8 
turn frame 1 
attack #1 6 
attack #2 6 
Jumping attact #3 6 
getting hit #1 3 
getting hit #2 3 
Block 1 

46 frames 


PENTEX CORPORATE OFFICIAL 


This executive officer of the San Francisco branch of Pentex has also been summoned by the 
Wyrm to foil the creation of the Silver Pack. 


PUMPKIN HEAD 


<provide description> 


THE CATACLYSM 


The Cataclysm is the final boss in the game. This is a huge Wyrm manifestation that rests 
underground in the Bay Area. It is believed that as this creature stirs in its sleep, it causes the earthquakes 
that plague the area. 
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The following is a list of Mini-bosses. Mini-bosses are intermediate threats. They are more 


powerful than normal enemies, but not as powerful as true bosses. Their purpose in the game ranges from 
information, providing more threats, and diversifying the gameplay. 


BOG MONSTER 


The Bog Monster is encountered in the Swamp section of Australia. This creature will be a very 
big threat to the players, if provoked. 
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OBJECTS 


There are many objects in the game that the player can interact with. These range from weapons 
to trash cans. A brief description of the object and how it would be interacted with is listed below. 


TRASH CAN 


This is a classic three foot tall round metal trash can. It sits innocently along some streets, in 
groups in dark alleyways and occasionally out in the street after being kicked by some jerk. The players 
can attack the trash can and it will get knocked back and bounce around a little before falling to pieces. It 
will also get knocked around break into a bunch of pieces is the knockback from an attack slams someone 
or something into it. Its sole purpose is to provide more violence and color to the world. 


Actions # of Frames 
bashed 2 
bashed even more 2 
tumbling along 4 

8 frames 
DUMPSTER 


Similar to the Trash can, the Dumpster is the bigger heavier cousin. It acts and reacts similarly to 
the trash can, with consideration for its size and weight. It also needs to be big enough for players in 
Lupus and Homid forms to jump on top of. This might prove too complicating and get removed later but 
for now it should work that way. 


Actions # of Frames 
bashed 2 
bashed even more 2 
tumbling along 4 
’ 8 frames 


LAMP POST 
The lamp post can be found in any of the city sections. It’s primary function is to be an object a 
character can collide with during combat. It will also be the source of lighting, if possible. 


Actions # of Frames 
Cut in half 4 
Bashed 4 

8 frames 
ROCKS 


Several different rocks will be needed for the various outdoor scenes. These rocks will only get 
knocked around and shattered and should be very simple. Varying the size and colors for each 


background. 

Actions # of Frames 
Shattered 4 

Rolling 2 (with rotation) 
PLANTS 


Outdoor scenes will be enhanced greatly by adding plants that have very subtle animations. Three 
or four simple plants with different colored versions. The “rustling” action will be used to simulate both 
enemies hiding within and wind effects. 

Actions # of Frames 
rustling 3 
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slashed 3 
destroyed 3 
9 frames 
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FIRE HYDRANT 


The fire hydrant is a generic fire plug. It can be knocked off, after a few hits and it will burst into 
a huge plume of water. 


Actions # of Frames 
Bursting to water 8 
Spraying water 4 

- 12 frames 
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